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W , .1- the world was still young and yawned at 
?very dawns waking. Granas. the God Oi Light, 
came All was bathed m the holy light ol 
Heaven Thus those were the days ol marvels. 


Vet there were those who sought the power to resist 
Cranas they found power m Valmar the God of 
Darkness Power to release the energy bound up irt lile 
Power to unmake the world 



Thus m those days they made war 


The fighting continued endlessly until the Sword ol 
Cranas pierced the infinite darkness of Valmar The 
mighty blow from Granas not only smashed Valmar ' 
pieces, but also carved several ugly scars in Ihe verv 
surface of the planet 


These are the Granacltlfs that .survive even to ii'- 


The reason why we call this earth the Cursed Land 






R vudo 15 J young Geohound working odd jobs with his companion Skye Known lot 
his abililv to do just about ANY task he quickly built a reputation as an eftinenl 
.•.r k.horse willing to do whal no one else wanted to do 
Bouncing from ]0b lo job in order to keep the gold Mowing Syudo accepts, albeit 
grudgingly a job involving ihe Church of Cranas in ihe village of Carbo 
Once in Carbo he hears a beautilul voice carried by the wind, singing hymns to Granas 
Intrigued Rvudo enters the nearby church and finds a Songstress Elena, practicing hard 
lor an upcoming eeremony 

It IS Irom here that Rvudo accepts his rote as a bodyguard to the Songstress Elena 
And so two strangers Head out on whal seems to be a simple assignment 



Ryudo 
1 Age 17 



Age 40 

Skye IS Ryudo's mosi 
reliable partner and 

he immediately 

and thus began to journey 
him Acting as Ryudo s sole 

Skye remains the only ore 

’xpenenee and deepest feelings 
with Ryudo's indifference brings 
oul the palernal side of Skye, who 
hlvvaya seeks to refine Ryudo s 
olien harsh tone of voice 


1 





Mlllenta is somewhat of a m'ystery Somewhat capricious and 
impatient. Millenia cannot stand Indeclslvenesa and is qiuck to 
pout when things do not go 'her way Mlllenu is a mystery 
who appears suddenly Although her hair Is really long 
beautiful, she keeps it In a strange hairdo She says she hates to 
cut It but hates it even more to leave it hanging out She Is 
capricious and impatient and cannot stand slow and uncertain 
people. She is quick to pout when she doesn't gel her way. going 
wild without a whit of concern for the Uvea of 
others But she also has a soft spot for small 
cute things, always irying to pet them She is 
uninhibited but she is really . 

Weapon Bow 

Elena 

Age 17, Height. 158 cm Weight'. 45 kg 
Is a "Granas Songstress.' Although the name 
ingstress may sound high and noble, she Is 

really just an acolyte In the Sisters of Granas who happens to be good 
at singing She may seem to be trying to be helpful to people, but 
. she is probably more like a busybody who just can't leave someone 
in trouble well alone. After entering the Church of Granas with Its 

# teachings to save those who are suffering, she be^ns !o lake care 
even of the other Sisters m the church She has loved singing ever 
A since she was little, and wishes lhat her singing could banish 
1 ^Darkness from the hearts of people and bring back the LighI 
' '-Weapon Staff 



' Age 13. Height 1<»5 ci 


'eight 37 kg 



1 i luurney to Find somotlimg. Ills 
irr quite charming Seemingly 
e is cule. he is often fawned by 
someiimes uses oddly adult language He seems Ui 
■d with perfect table manners and dresses well, 
clothes srsv clean 


boy v/ho seems to be 
kv blond hair makes 

.-^be well 


long journey There is nothing 
about his manner, and he gets along with everyone 
long trip being the owner of a bright 
distinct personality which makes everyone sr 
feel good 
Weapon Knife 


an automation produced at ihe tii 
I Battle of Good and Evil long ago She li 
” Uke a human but she has np Feelings . 
nothing hut carry out the orders she is given When she i< in-.:’.- ' 
human or asked for her own opinion she can only give ^ • .-ib — 
She often iries to imilate actions which are unnecessary l,-i lu i 
eating food perhaps because she is trying lo underalaiul *'■ ' ' 
human 

’ Weapon Rings 




M.elfu:c 



Age 22, Height 179 cm. Weight 07 kg 
Aelfice has an elegant face and a peculiar appearance 
es have a cold-blooded gleam and an insane smile Is 
IS on his face His actions are full of mgenuily but the 
IS they bnng are nothing but cruel and inhuman Kis 
'ordsmanship is flowing and elegant, but he attacks his 
•tiemies mercilessly Called the "Demon-Man of Ruinalion 
who brings ruination corruption and 
chaos, he is said lo bring a terrible 
tan and land alike by merely 
mg through 

V Mareg 


-Mareg is a beast-man who has been 
* searching lor the evil enemy who had 
attacked his village He is a hunter at home in nature who 
walks across iields and mountains without making a sound 
ever intent on his prey The basis for his actions is not 
logic, but rather what he feels from the flow of 
believes that living according lo this way of thinking is life 
He has a hearty personalily and an equally hearty appetite 
which can be aslonishing to those around He has a stern 



Zera Innocertius 


Age 58, Height: 166 cm. Weight 89 kg 
Zera rnnoeenllus la His Holiness, the Pope of the Church of 
Granas. As the central personality of a world-wide religion, he is i 
well-known man At the Granaa Cathedral, he has continued to 
pray for ihe happiness and prosperity of mankind and preach 
about the second coming of the holy God Granas In order to save 
the cursed world Anyone who meets him is said to be touched ^ 
by his kindness and benevolent heart, gaming profound peace 
of mind The reports of calamities occurring in places all around 
Ihe world have weighed heavily on his heart, and a melancholy 
tone has begun to settle upon his countenance 


rhese animals live m underground passages and caverns Their disiincttve big tails car 
thine to light up dark dungeons Other than Tlking dark places.' little ts known about 
'hese animals, bul if you make friends with them, Ihey might |ust help out Ryudo and 
his party on his Journey , 

. 'Carro ' design Atsuko Hishlda 


Selene 


/ff" Selene is a High Priestess In the Church of Granas Many 
^ iW 4y people are said to be taken by her noble and beautiful, 

^ Xl. » a y almost ephemeral appearance Her smile is full of alfectioi 
I and her eyes shine with a strong will In search of 

r righteousness However, In addition to her kind expression, she also has 
I the face of a merciless Inquisitor of heretics She travels around on her 
■own to various lands around the world with the Knights under her 
' control In order to prevent the Revival of 'Valmar She and her Cathedral 
' Knights are known as the 'Hammer of Granas " 




Insert the Grandla II disc Into the Dreamcasl’* game 
console and turn the power ON From the title screen, press 
the Start Button to start the game If you have any saved 
games, the start menu will allow you to select either "New 
Game" or "Load Oartte ' 



If you want to play the game from the beginning, select 
'New Game" and press enter. The opening movie wi" 
begin, and when It ends, the main game will start lyou 
cannot skip the opening movie). 

•Do not move the Analog Directional Key or L'R Triggers 
while turning on the Dreantcast''” power Doing so may 
disrupt the controller initialisation procedure and result in 
malfunction, 




Loeding a davcd Game 


If a saved game is present on a memory card (Visual Memory, sold separately) then 
saleei "Load Game" and press enter Use the L/R Triggers to salein the control port where 
ihe memory card Is inserted, select the saved game you wish 10 load, then press enter 
Your adventure will continue from Us previously saved point. 

( For more details on saving games, see P 37. 'Save Game 


Saved location 


Parry members - 



Ending Play 


Since you can't resume your game unless you save It first, be sure to save before ending 
play When you want to end play, press the OPEN Button on Ihe Dreameas!’" console 
After the disc stops spinning, remove the disc. Close the disc door and press the POWER 
Button to lurn the power off 


I 

i 





Analog Directional Key 


nircctionat Bunons 


Suil Button 



Expansion socket I 
R Trigger 



X Button 
Y Button 
B Button 
A Button 


L Trigger 

Expansion socket 2 


( Never touch the Analog Thumb pad or Tnggers L'R white runtrig (heSega Dreamcasf power > 

ON. Doing so may disrupt ttie controller inUialisaiion procedure and result in maifttnction J 


WAfiNtWG: Do NOT move the Anelog Thumb Pad or press the L/R Triggers while tun 
he main power The game controller will not calibrate properly if the Analog rhumb Pad 
L/R Triggers have been pressed The Jump pack can only be inserted into the second E. 
Socket op the controller. 


This IS a one-player game Connect the controllers and other compatible peripherals to the 
controller pons of the Dreamcast (tm) console before turning the power on To return to the title 
screen at any point during game play, simultaneously press and hold the A B. X,y and Start 
Bunons This will cause the Dreomcasl™ to soft-reset and display the rule screen 


'Correct operation is not guaranteed if incompatible conircllen are used 
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1 ffciiu Scpscn/Conibfll Sciren ^ - j| 




Directional Buttons 


Select various commands, characters and items 

A Button 



Enter Button for commands, etc 




fari-el Riiflon for commands, etc 


Combat Screen 


Cancel AI combat 



Rwllch between oaoes In the Item window 




Combat command input; Entire screen displayed while 




pressed When party AI is In effect Change viewpoint 




Rwitch heiween naoes in the Item window 


Combat Screen 


Turns oarlv AI (Play Fair) ON, ’OFF 

L/R Trigger* 



Switches among Moves/Magic, types of tieitts 

•The Start Biilfi 

m :.S not used on rlie 

iMetiu Screen/ 'Combat Screen 






lelween the vartoua game fields are described briefly below Players 
may explore by navtgallnij through town and dungeon fields If you enter a building 
inside a town, you will enter an indoor field If you come into contact with an enemy in 
a dungeon field, the combat screen will appear 


Tow Rckte 


Town fields are located in areas where people ll've You 
should actively explore and talk to people to gather 
Information. When you go Inside a building, the screen 
switches to an indoor field When you leave the town field 
and go outside, you will see an area map. Vou may also 
encounter dungeon fields Inside towns. 


Indoor Telds 


When you enter a building located inside a town field, the 
screen will switch to an indoor field Indoor fields have fixed 
camera angles; you cannot use the b'R Triggers to change 
them. If you see the name of another location when you 
move near a door or opening, you may enter that location 




^^ca Map« 










The Four Dcnicnle of Growth 



Vour party earn 
combat Experit 
growth. 


Experience points are gtven to each 
character individually When a characti 
gains enough experience points, they w 


IS SC upon 
■e used to learn 
d power-up moves and skills 


The party collectively earns MC upon 
victory m combat The MC are used to 
learn or power-up Mane Egg tnagic aiii 
skills. 


Items are obtained from defeated 
enemies Some Items ate valuable and 
can’t be found in general stores 


When a characters experience points 
earned in combat reach a certain vale 
the character goes up a level His or 1 
HP. MP and SP values also Increase. 


Magic coins earned in combat ca 
to learn or power-up ihe spells m your 
Mana Eggs Whether you power-up one 
spell you like or learn a broad range of 
different spells. It's up to you to decide 
how 10 allocate your magic ci 


The party collectively earns gold pieces 
upon victory m combat The gold is used 
to buy Items at general stores 


Special coins earned In combat can be 
used to learn or power-up each characters 
unique moves. Like magic. Ihe order moves 
are learned in is up to you. Some moves 
can't be learned until specific events have 
occurred. 


Special and magic coins earned in combat 
can be used to learn or power-up the skills 
written into Skill Books. You 
learn skills to enhance a 
characters strengths and,'( 

:e up for weaknesses 











m 



HP Hit Poims 
MP Maqic Poims 
SP Special Points 


. Character window 
lists the current values of t 
characters HP WP and SP 
Menu commands 
Select a command end press enter to switch to the vanous 
screens. For details about commands, see the following pages 
Status I 
CP.24) 


Corns and gold 
Lists any special 

and gold piece 
earned. 


Set AI 



Explanation Gives an 
selected setting 



The Item screen allows you to use the various items you are carrying Use th>- l/R 
Triggers to select the type of item and press enter to use tt Hependlng upon what item 
vou choose, another screen will display and allow you to select a target character for the 
Item Use the X.’Y Buttons to move through the pages of the item screen Items with 
graved-out names cannot be used 



D 










L'se the /Aove/Maqic command ic view moves and lo use magic Seleciing a character 
-ind pressing enter will display a window containing the moves and magic spells a 
|i-haracler currently know* Only spell* listed m white can be 
I Spied the spell and press enter to use it Depending upon 
spell a screen (or selecting a tarciei character may appear 

Displays the characters moves as welt as magic spell* m the 
naracters Mans Eqg II a character l? not equipped with a 
Malta Egg only moves are listed 



Tlame of mcive/magic spell 


SP.'MP consumed 
Displays the number of SP/MP 
consumed by the tnove/magic 


The level of the move/magic 
spell IS indicated by the 
number of * symbols. The 
more Ao symbols, the faster it 
can act and the more power 
It has When the level 
reaches the highest level ol 5, magic 
’•MAX" appears 


Level-up coins 

Displays the number of special 
coins or magic coins required 
to raise the move/magic spell 
to the nexi level Green 
numbers indicate special coins 
hile blue numbers indicate 




StflI.IIA 


t> display* deiailnl 




Basic parameters 

3TR Strength Indicaies the characters attack strength 

VIT Vitality Indicates the characters defensive sirength 

ACI Aglliry Indicates how quickly the characters IP Gauge advances in combat 

SPD Speed Indicates movement speed and movement distance In combat 

MAC Magic ability Indicates the characters magical attack ability 

MEN Mental ability Indicates the characters magical defence ablUiy 


Combat parameters 

ATK Attack value This value is the basic "STR" parameter plus the added elfecis 

from skilts and equipped Items Attack value affects the amount of damage 
inflicted on an enemy 

DEF Defence value This value is the basic "vrr parameter plus the added effects 

from skills and equipped items Defence value affects the amount of reduced 
damage from enemy attacks 

ACT Action value This value is the baste 'AGI' parameter plus the added effects 

from skills and equipped items Action value affects how fast the IP Gauge 


MOV 


This value Is the basic "SPD" parameter plus the 
and equipped Items. Movement value affects the 
and movement distance in combat 



added 



Resistance icons 

A status disorder icon displayed in colour indicates unmumty to that status disorder An 
aitnbute icon displayed m colour indicates resistance to lltat aiirlbute. and the number 
indicates the resisiance level 



Lightning Blizzard 


POTCr Up 


The Power Up command leis you use special colns/'magic corns earned In combat to learn 
end power-up moves Mana Egg spells, and skails from Skill Books Use the l/R Triggers 
to select a learn. 'power up item, select a Mana Egg or Skill Book and press enter 



LVlaila on P 27 


Dcliiik on P. 2S 


IVIailK on P 



About Lcaffiing Move* 




About Learning Ma^ 



el of the Mane Egg itself i 
magic spells When the /V 
f spells to be learned 
Magic level 
~ level of t' 


magic spelt is 


Mans Egg comnn 
Lists the characteristics of 
the selected Mana Egg 


number of coins is less th 
Ihe number of magic coir 
regulrcd. ihen learning o 
powenng-up the spell isr 


Comments 
Provides a description 
of Ihe selected spells 
effects 

means the level of ihe 
Mana Egg is still loo 


indicated by the number of * 
symbol* The more * symbols. 
Ihe higher Us level, the faster 
It can act and the more power 
It has '»MAX' means the 
spell has reached its highest 
level of 5 
MP consumed 
Indicates the number of MP 
consumed by using the spell 
Magic coins required 
Indicates the number of 
magic coins required to learn 

flame ol spell 
This Is Ihe name of the 
magic spell Spells that have 
yet to be learned are 

indicated by ' " Only 

spells listed in white cun be 
learned or powered-up 





Uwnloq A/Uqic 


Select the Mans Egg eanlamiiig the magic spell you warn to learn and press enter You 
cannot learn that spell unless you possess the necessary number of magic coins vMCl 


Powenng-Up A\«gic 


Select the Mana Egg containing the magic spell you want to power-up and press enter 
You cannot power-up that spell unless you possess the necessary number of magic coins 
CMC) The higher a spells level, the [aster 11 can act. The maximum level for a magic 
spell is 5. 


Typ« e( Manx Iqgt 



ITescrlDllon 


Waier/Earth/Forest Pnestlv Mana Ecra 


Fire/'Wlnd/Uahtnlng Demonic Mana Egg 


Wlnd/Waier/Bllzaard Airy Mana Egg 


rire/Eanh/ExDlosion Earthy Maaa Egg 


‘ rills IS not a complete list of Mana Eggs Look for others' 


About Learning Skitte 



ISkill Books contain vanous skills that can be equipped to give a 
Icharacter additional powers Like Mana Eggs. Skill Books also 
levels. As new skills are learned and skill levels are 


level 

The level of the skill Is Indicated 
by the number of * symbols The 
more * symbols, the higher Its 
level and the greater Its power 
• MAX" means the skill has 
reached Its highest level of 5. 
character 

an Icon of the character 
equipped with the skill 

peclal/magic coins required 

the number of special 
Bscnptlortof colns/magtc coins required to 
the selected skills effeits learn or power-up the X Green 
-??????- means the leifel numbers indicate special coins 
of the Skill Book is atiU\ while blue numbers Indicate 
too low for the skill to be magic coins, 
learned. \ 


Name of skill 

This IB the name of the skill Skills that 
haven't been learned yet are indicated 

by " ■ Only skills listed m white can 

be learned or powered-up. 







Select the Skill Rook containing tlie skill vou wani to Wrn and press enter You caninn 
learn that skill unless you possess the necessary number of magic coins CMC) or special 
coins CSC) Powering-Up Skills 

Select the Skill Book containing the skill you want to power-up and press enter You 
cannot power-up that skil I unless you possess the necessary number of mag ic coma CMC' 
or special coins (SC) A skill becomes more powerful as Its level increases 



l.ets you learn combat skills 

Lets you leant wizardry skills 


Lets you learn priestly skills 
i>l all Skill Books Look for oiliers' 


fikJEquip 


j 



imp >' used to equip characters wtih skills in ihe same r.i.inner as weapons. 

I and other equipment Select the character vou want to equip with skills and 

a new skill select an empty skill entry and pres.-i enter Switch to 

range an equipped skill select the skill vou wish to replace 
press enter Switch lo Ihe Skill Boo) window ccniainmg the 
skill you wish to equip. sel.-;t ii and press enter To remove 
equipped skill seleci 'Remove ' select the skill and 
A character can be equipped with more skills as they 
Rook 

the name of Ihe 
selected Skill Book 
or R directional keys 
IQ display other Skill Books. 


ic\ A1 





Compass 


I 'n the fieW. you'll nonce icons, ireasure chests. Ihlngs 
iiiui can be smashed and other objects If you see 
• 'methmg of interest, try approaching it and pressing 
111' A Button 



Enemy / 

Enemies wander al 


ladder Icon 

lump icon 

■{■ the dungeon fields If 

C3 ■Mellon icon you encounter an 

enemy a combat 

Treasure chest 
1*^^ (Urge) 

Money box 

M ruiori.1 b.r itra will app«.r .na 

combat will begin 

1 ^ Treasure chest 

(small) 

Money bag 

Save icon 




The compass appears in ihe upper right corner of the screen In town fields and dungeon 
fields, and indicates the direction and distance to the destination Press the Y Button 10 
change the destination The number of desJinanons you can choose Irom depends on 
your current location, and may change as the game unfolds 



Bezel 

The number ol blue dots indicates the number ol 
desllnattons that can be chosen The yellow dot 
indicates Ihe current desilnallon 
Needle 

The needle points in ihe direction of the destination 
Deslination 

bsts the name of the current destination In dungeon 
fields, the only possible desllnallons are "Forward" and 
"Back ’ 


Distance to the destination 
The light green circle 
appearing underneath the 
needle Indicates the distance to 



1 places where you can lake actions, such 
las moving switches or pushing objects. Titere are also places 
(where you can push objecls or take other actions, even though 
0 action icon appears 




j 







found Objects 



ControlUr ports 
The controller port where the 
currently selected memory 
card IB inserted appears here 


The total play time elapsed 
when the game was saved 

Current play lime 

Stan ef your adventure to the 
present appears here 












There are several houses in 
the village If the door 
opens, you can go Inside 
and talk to the residents 

At the general store you can 
buy and sell weapons, 
armour and other Items 
you'll need on your 
adventures Here you'll also 
find a charaaer wearing a 
'tutorial hat" who offers 
combat tips 








Spendlnq the nighl restcres HP, MP and SP to iheir maximum values 
and cures all status disorders Selecting "Spend the Night" and 
pressing enter will cue a dinner scene From here, you may select a 
character you want to talk to and press enter to have a conversation 
you might just find out important vital information To end your 
meal, select the Good Night" icon and press enter Vou may not be 
,ible to end the meal until you have heard a particular conversation 



Night" Icon 

"Good Night" Icon and press etiler to end 
sleep Time will elapse within the game 


(conversation) 



This restores the HP. JWP and SP to their maximum values and cures all status disorders 



Select this item to save your game For details, sec P 37 


•ms at a general store, select the Hem type and press enter, then select the item 
d press enter This will display the Buy command. When selecting equipment. 


le characters parameters Equipment 


. vpes ol Hems for sale 



•led by the party 
J Item description 

a description ol the selected 
n including its strength. 

I special effects and price 
Parameter change icons Changes 

These icons indicate an items effect 
on parameters. An A icon indicates 
an Increased parameier. while an T 
Icon Indicates a decreased parameie 
The change icons, from left to right, 
indicate the ATK. DEF, ACT and fAO\ 
parameters 



combat 

parameters 

This displays the Items effects 
on combat parameters Yellow 
numbers indicate an 
increased parameter blue 
numbers indicate a decreased 
parameter 




Hot You Ccmlad the Enemy Makc« A rafTerenoe 





I'haracier window 



HP Hll Pomis 
MP Waqic Pninis 
SP Special Points 


tlumbiTS nexi lo each character 
‘\m display current HP values. 

• hile the coloured bar gauges 
isplayHP MP and SP status 



Damage 

Displays damage a: 
•number of hits 


I'ombal Status Window 
Pisplays details on the 
currently selected 
character For specifics, 
see P 47 


IP Gauge 

The IP (Inittativc Point) Gauge 
displays the order in which 
parly characters and monsters 
lake action For details of the 
IP Gauge, see P 48 






! 



ELGCD 



g of Various Marker Displays 


•e Ih? meanings of 

Indicates that counter damage 
has occurred 


various markers displayed around eac 
An action has b 


I character 
in cancelled 


This window displays each characters 
status, action status, combat 
parameters and other 
Information When a monste: 
selected. Treasure Icons may 
appear when the monster Is 
carrying valuable Items 



Treasure Icons 

These indicate the chances that 
.1 monster will drop a good Hem 
I'he greater the number of icons, 
the better ihe chances are that a 
will drop an item 

This indicates what kind of 
action the monster l* taking and 
which character is Ihe target of 



The IP Gauge determines the order in which each 


-.nr.iiH Character acts. Each characiers n 

left to right along the Gauge, and 

larker travels from 
when a character 

^ ^ ' command. The action will then be executed once 

puwrm.rirri A A the character marker reaches Ihe ACT pomt located 

ComnLna Camminii i^dht end of the IP Gauge 

When a player marker reaches the COM point [ 

on the IP Gauge, the motions o! all characters ' 

are halted and the eontinand entry field awaits 
your input Once you enter a command, the 

marker begins moving again i 


▼ 

When a player marker passes the COM point 


carry out the entered command When the ACT [BBBWWIPPli 
point ts reached, the character begins his/'her 
action and the entered command is executed 


▼ 

Once his/her action is complete, the player 

marker moves back to the left end of the IP ' 

Gauge The marker then begins moving 
towards the command entry point again, and 
this sequence is repeated as long combat as 


^ ▼ 

H 





Move ihc . 


MarVe 


Crmcal 


enemy before 


If you land a cniical aliack . 

they car enter attack mode (1), the enemy's 
marker will be pushed back to the left £23. 
delaying the enemy attack. II you can manage 
to land consecutive critical attacks, you raighi 
even be able to deleat the enemy without bein; 
attacked 


Counter 


It your attacks hit while the enemy i 
Counier mav occur resulting in grea 


1 an attack 
damage 


Monster 


IP Movement Speed from 
the ACT Point 


Differences 
COM Point 1 


li' IS a powerful single attack Select the Cntical command anc 
ress enter then select the enemy lo ailack and press enter 
lihough a Critical won't Inllict as much damage as a Combo, II 
tn move the enemy s IP Gauge marker back to the left A 
ritical requires a large attack motion that may leave you 
ulnerable lo Counier damage, so be careful timing your attack 


Even If the enemy Is |ust about to execute an 
attack £1>, you can enler a command with a 
high IP Gauge movement speed (such as 
Defend), and it will execute mslantaneously 
£23 You still mlghi be able to defend the attack 
and reduce damage 


{About Cancel 


:! a Critical £or other attack which has a Cancel effect) hi is 
while ihe enemy ts preparing to act Ibelween Ihe COM and 
ACT poinisl. the enemy s marker may be pushed hack before 
the COM point Scoring a cancel can be useful For avoiding 
those particularly powerful enemy attacks 


CriUcal 





This command lets you use the moves and magic spells contained in a characters /Aana 
Egg Use the L'R Triggers to switch among the Moves/Magic windows and select the 
move or magic spell you want to use. then press enter. After selecting the target and 
pressing enter, the character prepares to activate the move/'maglc As the character 
prepares they will be surrounded by yellow or green lights, and when their marker on 
the IP Gauge reaches the ACT point, they with execute the move/'maglc spell 

. Commeni 

Describes the selected move/magic spell and lists level, 
range of effect and points consumed 

A\oves/maglc window 
If a character is eguipped with a M 
will appear Use the L/R Triggers tc 

Points consumed 

The points consumed by the move,' 

If your current SP or MP value is le 
can't use the move, 'magic spell 



lAboul SP Recove 





Tills command lets you use or equip a character with items being 
imed during combat Select one from the Items list and press 
select the target and press enter Grayed out items 
imbat Only currently equipped objects can 


command to take a defensive posture lor a fixed jseriod 
Defend reduces damage and lessens the chance of status 
You II also recover more SP than usual if you're 
while the enemy attacks 




it From a combat scene II your escape 
the combat scene but won't earn the 
J? experience potnts, gold and other items you d get by defeating 
^ihe enemy Use this command If the party characters are in dire 
. ‘straits You can t use the Escape command to get away from 
■ij/cvery enemy, however Some you will have to tight and deleat 
^j,:i order to continue 



tan choose the AI battle settings from eight different 

of action Select either a party or individual strategy 
i and press enter to display the strategy menu, then select 
J bvour strategy and press enter. Once you select 'Execute. ' an Al 
battle will be executed During battle, you can use the Y Button 
--•ti k 10 turn Party AI (Play Fair) on or off To hall an Al battle, press 
i., B Button When using a strategy other than Manual, you can 

only change ihe camera angle In combat when an Al strategy Is 
being executed 
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g magic while Iighllng to raise frienda’ powerg 


lainly Evade and Dgfend. 


party character makes actions according to their personality 


|Oltlergnl Combat Camera Angles | 

This camera angle captures the 
.'titire combat screen 

TTiis IS the standard camera 

V 


Q 

Qd 


'his camera angle displays a close-up 
rf a specific character Use the L’R 
riggers to switch characters 
s camera angle displays a specific 


characters and monsters may suffer status disorders when 
n by special attacks. Status disorders are indicated by a mark 
PI’.-,;; ,r’ii jbove the inflicted characters head, and the 
^ p.iiacters actions will be hindered in combat Status disorders 
can Be cured by using magic or items In addition, some status 
'disorders may wear off after combat 


y 


A poisoned character 
iriiinuDusly suffers damage from 


S3 “I 


S': 


lb- disorders It can also decrease 
•acier parameters Plague effens 
mue after combat ends 


.• Block The character can no I 
er use moves regardless o1 their | 
fhe effects continue after combat . 


m 

□ 


Sleep Sleeping characters are unable 
until a period of time elapses 
enemy attacks them Sleep 
effects wear off when combat ends 
Confusion A confused character will 
accept commands and sometimes 
attacks his friends Confusion may 
wear off after a period of time or 
when combat ends 


n Paralysis A paralysed character 
J cannot move his body Paralysis may 
wear off either after a period of time 
or when combat ends 

5 Fallen A character whose HP falls ti' 
2 0 can no longer panicipale in 
combat 



Myicnie'" Cage 6y«lrin 



If her rage explodes 



When in combat, Mllienia gradually builds up rage when 
irritated or attacked When she reaches her breaking point, 
Mlllenia will go berserk, using powerful moves and special 
magic spells at will. The player has no control over the 
enraged MlUenla. and you can only enter commands after 
her rage subsides 




Items - Here me some ilem* appearing early in IJie ^me. 


y 




Move*/Ma^ Here air *ome of the movca/niBg^c appearing eariy in the game. 


_ 










